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ABSTRACT 
The rise of the mobile internet enables the creation of 
applications that provide new and easier ways for people to 
organise themselves, raise issues, take action and interact 
with their city. At the same time, society faces new 
problems that can only be solved when citizens work 
together. Nevertheless, a lack of motivation or knowledge 
often prevents many citizens from regularly contributing to 
the common good. In this position paper, we present 
DoGood – a mobile app – as a socio-technological system 
that aims at supporting the collective intelligence of 
citizens in their pursuit of civic engagement and civic 
collaboratories. Our study asks to what extent gamification 
can motivate users to “do good” deeds. The DoGood app 
uses gamified elements to encourage citizens to submit and 
promote their civic activities as well as to join the activities 
of others. Gamification is sometimes criticised for simply 
adding a limited number of game elements, such as 
leaderboards, on top of an existing experience with the 
hope of increasing motivation. However, in the case of the 
DoGood app, the process of game design was an integral 
part of the development, and the gamified elements target 
the user’s intrinsic motivations instead of providing them 
with an external reward. In this paper, we present design 
elements of the app and discuss their potential to support 
collective intelligence for the common good. 
Categories and Subject Descriptors 
H.4 [Human-centered computing Empirical studies in 
HCI]: Empirical studies in HCI  
Keywords 
civic engagement, civic intelligence, gamification, urban 
informatics 
1. INTRODUCTION 
Apps like “Fix my street,” originally launched in the UK in 
2007, aim to involve citizens by providing them with a 
direct channel to local governments to report street-level 
problems, such as potholes or broken street lights. With the 
help of apps such as these, cities can now react to these 
maintenance issues earlier and make use of a feedback 
channel to citizens to inform them about the status of the 
repairs. New interactive systems for cities of the future are 
going one step further: they not only try to fix things and 
thus make the city function more smoothly, but they aim to 
encourage people to become proactive and engaged citizens 
[6].  
Activities such as donating blood or participating in 
communal street rubbish collection can all contribute to 
collectively improving city life, and participation in such 
activities could be considered civic. According to the 
Oxford English Dictionary the adjective “civic” describes 
something that is “concerned with the welfare of the 
community as a whole, public-spirited” [1]. The term civic 
engagement is simultaneously becoming more popular and 
broadening [9]. Consequently, there are many definitions 
for the term but at the same time there is no single widely 
agreed upon meaning of the term [2]. Similarly, Adler [2] 
defines civic engagement as the way “an active citizen 
participates in the life of a community in order to improve 
conditions for others or to help shape the community’s 
future.” Although this definition emphasises improving 
conditions for others, many ICT applications for increasing 
civic engagement focus only on giving citizens new 
methods for voicing their opinion [13, 8]. 
Whereas civic engagement describes the participation of a 
single citizen, Schuler defines the term civic intelligence as 
“the dynamic ability of collectivities to perceive and 
address social and environmental problems in ways that are 
just, and sustainable” [14, p. 62]. Hence, community 
organised activities like blood drives1 or charity runs2 could 
be considered manifestations of civic intelligence. Instead 
of trusting that the problems of our time will solve 
themselves through new technologies, Schuler rightly 
argues for using technology to help humans solve those 
problems [15]. ICT can help a lot in supporting civic 
intelligence by providing new and easier ways for people to 
organise themselves, raise issues and take action. By 
motivating citizens to take an active role, it is possible to 
reach a new level of sustainability.  
                                                            
1 a special event where donors come to give blood 
2 a running event where participants raise funds for a charity from 
personal sponsors 
As evidenced by their commercial success, video games are 
engaging people in ways that seem to trump reality [12]. 
Researchers are starting to acknowledge the relevance of 
video games in our daily lives and have begun to 
investigate their civic potential [7, 16] leading to the rise of 
the concept of “gamification.” Gamification harnesses the 
motivational power of games in order to create new habits 
or make otherwise routine or “boring” processes more 
compelling [17]. From the beginning, gamification has 
been critiqued for trying to apply a narrow set of game 
elements, like points and badges, onto existing processes 
with the hope of increasing motivation [3]. Critics voiced 
the concern that only adding external rewards to an activity 
could replace or displace intrinsic motivation [11]. Still, 
there are researchers and practitioners who suggest that 
there is more to gamification than a few game interface 
elements [11, 5]. By employing the process of game design 
in the design of an activity, inherent challenges and 
motivations can be discovered [4]. As a consequence, an 
activity can be gamified in a way that supports the already 
intrinsic motivations instead of replacing them. 
By leveraging collective intelligence and motivating 
citizens to take an active role in contributing to the 
common good, it is possible to reach a new level of 
sustainability. Games researcher McGonigal argues that, 
“All the good that comes out of games ... stems from their 
ability to organize us around a voluntary obstacle.” [10]. 
Our research primarily asks the question, how gamification 
in mobile interaction design can be used to motivate 
engagement around civic activities. At the same time we 
acknowledge that the term civic activity is not well defined. 
Instead of providing a fixed definition for the term, we 
want to find out what it means to our study participants. 
2. DOGOOD APP 
In our study’s first focus group session, we found out that 
most activities people consider to be civic, such as 
volunteering for a neighbourhood watch, are focused on 
having a local impact and are place-based. This focus group 
also enabled us to extract two main aims an application for 
civic activities should target: Increasing the number of 
people participating in civic activities and improve the 
awareness about the range of civic activities out there. 
Shaped by these aims, we came up with a core concept for 
the DoGood app: A repository of civic activities, where 
users can discover civic activities as well as create and 
promote their own civic activities. We wanted to use 
gameful design to increase the motivation of our users and 
remedy the aforementioned issues. The idea generation for 
gamifying these features was done according to the process 
suggested by Deterding [4]. We focused on ideas that tap 
into existing motivation (e.g., contributing to a better or 
more responsive city) rather than ideas that add an extrinsic 
reward. 
The competition between different activities is at the centre 
of our final concept for the DoGood app. We visualise the 
contribution of a user to an activity by linking their 
decision to join an activity to an increase in the score of the 
activity. This element taps into the motivation to support a 
particular cause and aims at increasing participation in civic 
activities. Participants of our focus group and 
brainstorming session indicated that they would like to be 
notified about interesting civic activities instead of having 
to seek them out on their own. To increase awareness about 
civic activities and to give the score of an activity 
additional meaning, the score defines the influence radius 
of an activity. Users that wander into the influence radius 
of an activity get notified about the activity. 
Another gameful element aimed at increasing participation 
is the addition of a deadline when choosing to do a civic 
activity. If a civic activity does not have a specific date, a 
user has to choose a date by which they want to complete 
the activity. Thereby they are creating a challenge for 
themselves while still remaining autonomous. The decision 
to join an activity as well as the creation or completion of 
an activity is visible to other users. In contrast to a 
leaderboard, the awareness about the actions of others 
leaves it open to the user whether this motivates them to 
compete or to emulate. Similarly, the app collects the 
achievements of users, such as how many activities they 
completed but does not directly compare users. 
As some of the gameful elements of the DoGood app are 
dependent on the user’s location as well as the availability 
of notifications features, we chose to create a mobile 
prototype of the app. The features of the app are divided 
among four main tabs the user can access (Figure 1). In the 
first tab, users can discover the submitted activities in either 
a map or a list view. On the map the influence radius of 
single activities is represented by a circle filled with a red 
to yellow gradient and the size of the activities icon. In the 
list view activities are sorted by the user’s distance to the 
activity’s influence radius. 
 
 
  
Figure 1: Screenshots of the activity map and the details of an 
activity on iPhone 
 
Users can add their own activities by clicking on the plus 
icon in the top right-hand corner. An activity must have a 
title, a location and an icon, while other properties, such as 
a description, are optional. By clicking on an activity a user 
can get more detailed information (Figure 1). The user can 
also add the activity as a personal to-do item. If an activity 
does not have a predefined date, the user has to choose how 
many days they give themselves to complete the activity. In 
the news section of the app, users can see when new 
activities are created and when other users join or complete 
an activity. 
 
  
Figure 2: Screenshots of the todo list and an achievements 
page on a Nexus 4 Android smartphone 
 
In the to-do section (Figure 2), a user can see an overview 
of which activities they have currently signed up to, which 
ones they have been invited to, and which ones they have 
already completed. Being invited to do an activity results in 
a push notification, while users are also notified about a 
not-yet-completed activity. Users are sent an encouraging 
message after they mark a to-do as completed, and the 
marker of the activity gets added to their achievements. The 
achievements page 2) of a user also keeps track of the 
created activities and the amount of invited friends. 
3. CONCLUSIONS 
Society faces new problems every day and sometimes only 
a collective effort can lead to sustainable solutions [15]. 
Often, people would like to be part of such efforts, but a 
lack of motivation and knowledge keeps them at home. The 
DoGood app presented here offers a new way for citizens 
to keep abreast of civic activities available to them and 
occurring nearby. Moreover, the DoGood app represents an 
attempt to create technology that does not try to solve a 
community’s issues for them, but rather enables citizens to 
proactively contribute to their community themselves. 
By showing users the range and volume of activities 
available in their local area and employing gamified 
elements, the app attempts to combat the aforementioned 
lack of motivation and knowledge. The app fosters 
collective intelligence as it does not try to define the 
common good for its users, but rather inspire them to 
contribute their own activities and hence their own 
definition.  
With this app we investigate if and how the use of 
gamification can help to motivate users to promote and join 
these activities as well as create their own. Currently, a user 
study is being conducted to test the app in the real world. 
However, to make a true impact the app would have to be 
further developed on the basis of the user feedback and 
deployed to more than just a small number of study 
participants. 
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